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(57) Acoin- ortoken-operated
entertainment machine such as afruit
machine produces a symbol
combination e.g. by random rotation of
symbol-bearing reels (8} and a win
indicationis givenifthe combinationis
of apredetermined winning nature.
Thereis also a jackpot feature whereby
prize value istransferred between
separate jackpot displays (18a, 18b, 18c}
as successivegamesare played.On
attaining 3 jackpotwin, the playercan
receive a prize correspondingtooneor
more of the jackpots. Thejackpot
displays may simulate movement of
coins (21,22} fromonetothe other ofthe
jackpots (183, 18D, 18¢).
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SPECIFICATION
Entertainment machines

Thisinvention relatesto coin-|or‘oken-) operated
entertainment machines ~fthe kind whichis oper-
ableto playgames resultinginthe selection and dis-
play of combinations of symbols and withwhich a
winindicationis giveninthe eventthatasymbol
combinationofa predetermined winning natureé is
obtained. The . .vention is more particularly,
although not axclusively, concerned withsucha
machine whichis a fruit machine and with which the
displayed symbols {typically representations of fruit)
are selected atrandom, for example, by rotation of
reels or by change of avideo display simulating the
rotation of reels.

With a view to promoting the entertainmentvalue
of fruitmachinesitisknownto provide ajackpot
feature. With traditional mechanical fruit machines
this customarily involves the provisionofa mech-
anismwhich diverts occasional inserted coins into
anexposed glass-fromed receptacle, the accumuia-
ted contents of the receptacle being dischargedto
the playeron attaining a predetermined jackpot
symbol combination, With modern electronic fruit
machinesitisknownto provide a display simulating
this traditional jackpot feature comprising 3 number
of representations of coins which are successivelyil-
|uminated to simulate the filling of areceptacle, a
payout determined by the number ofilluminated
coin representations being made, and ilumination of
the representations being correspondingly ex-
tinguished, whena jackpotwinis obtainer This
modern jackpot feature is commonlylirszdtoan
auxiliary display with which differentd splay re-
gions, such as letters of aword or sectivi: of apath
orladder, are illuminated in correspongen.2 with
selection of auxiliary symbols such as numbersor
letters accompanying {e.g. printed over) the main
combinaticn symbots, the jackpot win being ob-
tainnd for example when all letters of aword have
been illuminated or illumination has progressed
alorgapathor tadder to reach a jackpot indicator.

wyith this known jackpot arrangementtwo prob-
I~.ms arise. Firstly, in so far as the accumulated jack-
pot prize valueiscarried forward atthe end ofeach
game and displayed priorto purchase andcom-
mencement of the nextgame, an element of predict-
ability isintroduced which may be undesirable orun-
acceptable. Secondly, after payout of ajackpotprize
the feature may be of little interest to the player until
sufficientgames have been played to giveriseto the
accumulationofan appreciable prize value.

An objectofthe present invention is to provide an
entertainment machine having a jackpotfeature and
with which the above-described problems can be
avoided or atleast appreciably reduced.

According to the invention therefore thereis prov:
ided a coin- {or token-) operated entertainment
machine which is operabie to piay games resuiting in
the selection and display of combinations of symbols
and with which awinindication is givenintheevent
that a symbol combination of a predetermined wian-
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also a plurality of jackpotdisplays between which
jackpotprize valueis transferred as successive
gamesare played, and the arrangementis such that
the player hasthe opportunity in atleast soms games
of achieving a prize award equalto the accumulated
value of at laast one of the jacket displays.

With this arrangementit will be understoodthat
additional entertainment value arises inthatthe
sizyercan observethe accumulation cf prize value
occurring in one jackpotdisplay by transfer fromthe
other dispiay or displays, but atthesametimethere
is the possibility of avoiding undue predictability in
so far as the player may notknow in advance which
jackpot prize value will be awarded should he
achieve a jackpot win. Moreover, following ajackpot
win, playerinterestcan be maintained sinceitisfeas-
ible immaediatety to reset the jackpot displays so that
appreciable prize value is again available for award.
{n this respect, itis to be understood thatthe jackpot
arrangementof the invention relies essentially onthe
re Jistribution rather thanoverall accumulation of
prize valuewhereby the total prize value can bemain-
tained atan appreciable level at alltimes. Indeed, and
in accordance with a preferred embodimentof the
invention the overal! prize value may be maintained
constant or substantially constant at all times.

Conveniently there may be three separatejackpat
displays although any suitable number may be prov-
ided as desired. The displays may comprise simula-
ted coin receptacles, numerical displaysorany other
suitable display or combination of displays.

The arrangement may be such thattransfer occurs
atthe startor end of agame or during the course ofa
game on aregular predictable basis or at randomor
in response to selection of apredetermined symbol
or combination of symbaois as desired. Transfer may
involve simulated movement, e.g. ofacoin, fromone
to another of the jackpot displays. Transfer may
occurin apredetermined directionandin a pred-
etermined manner.ina particularly preferred emb-
odimenttransfer occurs from display todisplayina
predetermined order untit an end display is filled.
The displays may thenresetor, alternatively, transfer
may then occur from the filled display back to the
other display or displays either movingin reverse or
continuing around aloop.

The jackpot prize value may be a value of coins (or
1okens) or may constitute one or more game features
{such as fruitmachine “hold” or “nudge” steps) or any
other suitable award.

Award of jackpotprize value may be made avail-
able in response to selection of apreaetermined
symbaol combination. Alternatively the jackpot
feature may belinkedtoan auxiliary display whereby
itis necessarytoreacha predetermined positionona
tadder or path or toilluminatea ward or the like, by
attaining successively appropriatu auxiliary symbols
accompanying the mainsyr .00l display, in ordertor
ajackpotprize award to be made available. Alternati-
vely or additionally the jackpot prize award may be
made available o & randoin basis.

When made available the appropriateja ot
value may be awarded automatically. Alter. .tivelyit
may be necessary for the playerto take appropriate
action, forexample, by pressing a jackpot payout
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button and in thiscase an elament of skill orchoice
may be introducedin that, for exampie, the jackpots
and/or different combinations of the jackpots are
made availableinturn andthe piayer hastopress the
butt~~ atthe appropriate instantto obtain adesired
payout.

The machine of the invention is preferably a fruit
machine of the kind described above.

The invention will now be described furthar by way
of axample only and with referencetotheac-
companying drawings inwhich:-

Figure lisa diagrammatic view of the frontofone
form of an entertainment machine according tothe
invention; and

Figure2isa schematic circuitdiagram ofthe
machine. .

The ententainment machine shown inthe drawings
is a fruit machine and comprises a floor-standing
box-shaped housing 1 having a front wall whichin-
cludes a screen-printed glass sheet2 and, belowthis
sheet 2 a series of operating buttons including a start
button 3, hold/nudge buttons 4,and a jackpot button
5. The frontwall also contains a payout opening 6
and acoinslot7.

Wwithin the housing there are three axially aligned
reels 8 having, say, 20 symbols !.uch as pictures of
fruit) atregularly spaced positions around their per-
ipheries. Thereels 8 are axially rotatableand are driv-
ably connectedto respective stepper motors9. The
reels 8 are arranged behind a window 10 defined by a
printed region ofthe glass panel 2. Eachreel8canbe
arrested, by the respective stepper motor 9, in any of
20 stopping positions inwhichone symbolisinpre-
cisa registration with horizontal win line 11inthe
centre of thewindow 10 and two further symhols are
visible above and below the winlina 11,

The stepper motors 9 are connectedto amicro-
processor—based controlunit 12. This controlunit 12
is also connected to a coin mechanism 13, a payout
mechanism 14, the buttons 3-5, various lamps 15 be-
hind printed dispiay regions of the panel andlamps
16 in the buttons 3-5.

The panel 2bears printed matter additional tothe
windowst0including the following:-

information relating to the playing ofthe game n-
cluding details of awards which can be achieved;

an auxiliary display constituting alad:.2r17;

three jackpot displays 18 {indicated 183, 18b, 18¢c);

a series of display indicators 19 alongside the dis-
plays;

a"double” indication 20 beneath each display 18.

The jackpotdisplays 18 constitute three sets of 10
repigseniations 21 of coins hinked by a circuiar path
made up of further representations 22 of coins.

in use, when the machine is first switched on,
selected ones up to hilfin total (preferably halfi.e.
15) of the coin representations 2% Jare back-
iluminated. Tne iluminated re.presentations 21are
distributed between the three displays 18 (e.g. say
five in each). Thigstart-up proczdure, asin thecase
with the subsequentgame playing procecureyetto
be described, is controlied by the control unit 12in
accordance with agame programme storedin A0OM
memory addressed by the microprocessor ofthe
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When the player inserts coingintothe coin mech-
anism Y3throughthe coinslot 7 sufficientto gene-
rate credit for one or more games, the machineis ac-
tuated such that a game can now be played.!ncon-
ventional mannerthe player can pressthe start
button 3to cause the reels 8to rotate andcometo
rest after different respective random periods oftime
so as to display a selected symbol combinationon
thewinline 11. Atrandom atthe start ofsomegames
the playeris giventhe opportunity of arrestingoneor
more reels 8 against rotation by pressingoneor
more hold/nudge buttons 4. Atrandom at the end of
some gamesthe playeris givanthe opportunity of
stepping one or more reels 8through one ormore
steps by pressing one or more hold/ni:dge buttons 4.

Atthe end of the gamethe combination of symbols
onthewin line 11isknown by the control unit 12
since the original starting position ofthereels 8 und
the number of steps through which eachreel has
rotated is known (because each stepper motor Qis:
driven by a counted number of impulses ted fromthe
controlunit 12). ifthe final combinationis of a pred-
stermined winning nature correspondingtoa
payout, the payout mechanism 14 is appropriately
actuated.

One or more symbols on the periphery of eachreel
is overprintedin conventional manner with a
number. Initiaily (e.g. when creditis first accumula-
ted by insertion of coins), the bottom “rung” 23 ofthe
jadder 17 isilluminated. Atthe end of a game theil-
lJumination moves up the ladder, in conventional
manner, in correspondence with the valueofany
overprinted number which isonthewinline 11.0n
reaching the top of the ladder 17 the illuminationre-
turns to the bottom "rung” 23. The top four positions
24-27 on the ladder correspond to jackpot features. If
the top position 24 s iluminated, the playercan
press the jackpotbutton 5 and a payout equal tothe
total contents of all jackpotdisplays 18 is made (e.g.
15 coins). If the next position 25isillurr ~ated thein-
dicators 19 alongside tra displays 18 are illuminated
slowly in sequence and the playercan press the
button 5 atthe appropriateinstantto obtain a payout
equal to the contents of a selected one of the displays
18'j.e. that display 18 which has thecorresponding
indicator 19 illuminated). If the next position 26isil-
luminated the player can again press the button 5to
obtain payout equal to the contents of one of the dis-
plays 18whichhas a corresponding indicator 19il-
luminated butthe sequencing of theilluminated indi-
cators 19 occurs rapidly so that skill must be ex-
cerisedin order to select a desired display 18.1fthe
position27is iluminatad one display 18isselactadat
random for payout purposes.

in randomly selected occasional gamesthe
double” indicators 20 are illuminated. Any jackpot
payout madein relation to a display 18 correspond-
ing to anilluminated *double” indicator 20isof a
value equal to double the contents of thatdisplay 18.

Atappropriate occasions. e.g. atrandomoratthe
startor end of ezch game, the contents of thedis-
plays 18are redistributed. On each such occasion
there is a change representing movement ofoneor
more coinre. Movement may occur successively from
display 18a to display 18bto display 18c andthen
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back to display 18a.Inmore detail, initially coins
move altarnately from display 18atodisplay 18band
then tfrom display 13bto display 18cuntilthe enddis-
play 18¢is full. Then coins move from display 18cto
display 182 andsoon. Other patterns of movement
are also possible. Movement occurs by extinguish-
ingalamp 15inone display 18, temporarily illum-
inating thelamp 15 (or successive lamps 15) between
this display 18 and the next display 18 (at location 22)
andthenilluminating a jamp 15inthe latter display
18. Attheenc afagame not resultingina jackpotwin
the distribution of coins inthe displays 18is main-
tained forthe nextgame, even ifthereis nocredit
remaining for the playing ofthe nextgame. The
tamps 150fthe displays 18 may remain litduring this
carry over period between games. Inthe eventthata
jackpotwin is obtained the machine resets withre-
gardtothe displayed pattern of coins. Thus, the dis-
play may returnto th~ nriginal starting pattern. Alter-
natively, and particu.a’, where thejackpot payout
correspondsto only pant of the total available, that
partmay be reset whereby the overall pattern is
maintained asitwas be‘ore the payout.

With the ar,angement described therais carry over
of ajackpotfeature fro-ngametogame butthereis
little predictahili'y pecause the playercannot know in
advance which jackpot will be awarded on achieving
ajackpotwin. Moreover, itwill be seen thatthetotal
possibie jackpot payout is always the same since itis
the distribution, notthe overall accumulation, which
changes.

With regard to the indicators 19, more of these are
shown thanthedisplays 18a, 18b, 18¢c. The arrange-
ment may be such that there is oneindicator for each
display andthe indicator is appropriately identified
1o correspondto the respective display. Thus, three
indicators may respectively bear the printed informa-
tion POT1,POT 2,POT 3. The otherindicators may be
appropriately identified to correspond to other op-
tions e.g. 'lose’, ‘chance’ etc. whereby selection of
these during the jackpot phase results correspond-
inglyin alost jackpotora randomly selected jackpot
payoutor otherwise.

Whiist reference is made to movementoffeatures
on andinterpretation of the displayed informationon
the front panel 2, itis ofcoursetobe appreciated that
the motivation forthe changz2sinthe displays andthe
interpretation of such changes occurs withinthecon-
trolunit 12.

Thus, when lights advance up rungs of the ladder
17in correspondence with overprinted numbers on
the reel dispiays, this occurs because the unit 12
mowstha stopping poei!ions nfthereels {asdis-
cussed above) andis therefore able to derive anum-
erical value (correspondingto the overprinted
number) from stored data. This numerical valueis
usedto controi the transmission of switching pulses
1o the ladder lights and the finally illuminated rung is
known as a function of the number of such switching
pulses. Similarly, movement of the coins and illum-
ination of indicators 19, 20 is controlled by feed of
switching puises from the unit and response to afinal
display {interms of payouttobe made) is determined
by theunit120n assessment of the pattern or seyu-
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red data. In effect therefore the pots 18a, 18b, 18ccor-
respond to the contents of respective incremented
and decren.ented memories of respective stored
numerical valuesinamemory area oftheunit12.

Itisof courseto be understood that the inventionis
notintended to be restricted to the details of the
above embodimentwhich are described by way of
example only.

CLAIMS

1. Acoin{ortoken-) operated antertainment
machinewhich is operablato play games resultingin
the seiection and display of combinations of symbols
and with which a win indication is given intheevent
that a symbol combination of a predetermined winn-
ing natureis obtained, characterised in thatthereis
aizo a plurality of jackpotdisplays between whice:
jackpot prize value is transferred as successive
games are played, and the arrangementis such that
the player has the opportunity in atleast some games
of achieving aprize award equaitothe accumulated
valueof atleastoneofthe jackpot displays.

2. Amachineaccordingto claim 1, characterised
inthatthere are three separate jackpotdispiays.

3. Amachineaccordingto c'aim 1 or2,char-
acterised inthat the said transyur of valueinvolves
simulated movement fromoneto another of the jack-
potdisplays.

4. Amachineaccordingtoclaim 3, characterised
in that the displays comprise simulated coinrecep-
tacles andthe simulated n ,ovementinvolves move-
mentofcoins.

5. Amachineaccordingtoclaim 3ord,char-
acterised inthattransfer occurs from dispiay to dis-
playina predetermined orderuntilanend displayis
filled.

6. Amachineaccordingto claim 5, characterised
in that after filling of the end dispiay transfer then
occurs from the filled Jisplay backto the other Co-
play or displays.

7. Amachine accordingtoanyone ofclaims 1to
5. characieiisedinihata jackpot prize award is made
available after attaining a predetermined positionon
an auxiliary display path or ladder.

8. Amachine accordingto claim 7, characterised
in that progression along the path ortadderis
achievedin dependence on the attainment of suc-
cessive symbols auxiliary to the said symbol com-
bination. '

9. Amachine accordingtoanyone ofclaims 1to’
8, characterised inthata jackpot payout isarranged
10 be awarded, when made available.only afterpres-
sing a payout button.

10. Amachine accordingtoanyone of claims 110
9, characterised in that itis a fruitmachine andthe
said symbol combination is selected by randomrota-
tion of reels.

11. Amachine accordingto claim 1, substantially
ashers Hefore described with reference to andas
illustratedinthe accompanying drawing.
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